Talislanta Random Encounters 3 .... 

THE SOUTHERN SWAMPS including Jhangara, Mog & The Dark Coast 


01 

2d6 Alatus flying leeches swarm around a single 
target for 1 round, sucking blood for 2 rounds before 
flying off. All are infected with Blood Fever. 

02 

2d6 Amber Wasps protecting their 4’-tall amber- 
encrusted nest (worth 240gl intact). 

03 

Aqua Demon fighting a group of ld4 Jhangaran 
Mud-Miners who scream for assistance. 

04 

Id4 Aramatus, giant armored leeches, one of which 
is dead and still attached to a monad corpse. 

05-06 

Flock of 2d20 delicate pink-white Avir. 

07-08 

Ahazu War Party of 2d4 berserkers seeking worthy 
foes. Any PCs willing to raid a Moorg-Wan village 
with them will be welcomed as friends. 

09-10 

Id6 Batranc flying gracefully overhead. 

11 

Behemoth, head horns stuck in the trunk of a 
massive Mung-Berry tree. 

12 

Id3xl0 Caravan Bugs seeking Green Men to worship. 

13-14 

2d 10 Chang infest the swampy waters ahead. 

15 

Death’s Head Viper (huge, level 10) coiled around a 
carved magical pillar depicting magical victories and 
still glowing with a lambent azure light. 

16 

The Horag (only during the Septenarial 

Concordance), or a terrifying Phantasm that 
resembles it in appearance but not powers. 

17 

Emperor Plant controlling ld4 other plants, including 
a Bombardier Plant and Yellow Stickler. 

18-20 

Id20 Flits range around a copse of Spice Trees. 

21 

A troupe of 3d6 ghostly Baratus Pirates guard a 
Whisperweed plant that can talk to them. 

22 

K’Tallah stand protected by a Green Man 

Phytomancer who will not allow it to be harvested 
without the PCs fertilizing the local soil somehow. 

23 

A stand of 2d6 Spitting Crocuses protect an ancient 
ruin with a garden full of vari-colored Lotus plants. 

24 

2 bickering Malathropes put aside their differences to 
harass the flanks of the party. 

25-26 

3d6 Mandragores creep up silently during the night 
and seed the camp with Morphius powder, hoping to 
lull the sentries and kidnap 1 or 2 victims. 

27 

Mantrap, it’s seductive scent spread 500’ around it. 

28 

Plant Demon (level 12) rushes forth and hurls the 

PCs into a maze of Thornwood. 

29-30 

2d6 Green Ravengers track the party, eating scraps 
and waiting for any wounded or slow members to 
fall behind. 


31 

1 lone Satada Raider (level 11) fires poisoned bolts, 
waiting for hours until his victims drop dead before 
trying to retrieve the body. 

32 

Scarlet Sporoid covers the only solid patch of ground 
within 500’ feet. 

33 

A Giant Sea Scorpion erupts from a lagoon. 

34-36 

2d4 Shathane, easily startled by loud noises, 
munching on a grove of Mung-berry trees. 

37 

30’-tall D’Oko Plant, home of the Green Man Oulms , 
who is telepathically summoning bugs from the 
northern lands to pollinate rare plants on the Dark 
Coast. Uninterested in animalian creatures, defended 
by 2dl0 Sniper Bugs and 2 Scimitar Bushes. 

38 

Id6 Bog Devils spring an ambush using feces- 
smeared spears and venomwood-poisoned daggers. 

39 

Twin Skalanx attack from the depths of a deep pool; 
their tails attached by a magic 20’ silver chain. 

40 

Stranglevine infiltrates the packs of PCs and springs 
out when they start setting up camp. 

41 

Ruined Phantasian research tower, 4 floors; a Swamp 
Demon resides on 3 and drops on anyone entering 
the ground floor. 

42 

Urthrax pack, 2d6, foaming at the mouth with 
hunger, attacks instantly. 

43 

Zaratan, slumbering beneath a mossy carapace 
resembling a giant island. Will awaken if any magic 
is cast within 100’ of it. On its head grows a massive 
Yellow Stickler plant full of gluey sap. 

44 

Id4 Aamanian missionaries trying to convert a 
village of Mogroth situated on 4 floating barge trees. 

45-47 

2d6 wild Marsh Striders feasting on carrion. 

48-49 

2dl0 Imrian Slavers travelling through a grove of 
Sulphur Trees, looking for easy prey; unless they 
outnumber the PCs 3:1, they will merely make 
obsequious pleasantries and ask for hunting tips. 

50 

A swarm of 2d6 iron dragonflies nesting on coral. 

51 

Sorceror Tree imbued with a forgotten enchanter’s 
trigger runes for a Spell of Elemental Lightning (level 
ldlO, striking 1 random PC). The spell recharges at 
dawn. Beneath the tree lies a magical brass rod. 

52 

Swamp Lurker protecting a clearing full of valuable 
shrinking violet plants. 

53 

Id6 Tardisites, can be harvested for poison spines. 

54-55 

Water Raknid proto-colony with ld6 warriors, 2dl0 
workers, and ld4 entombed Jhangarans slowly 
perishing in the sticky alien webbing. 
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56 

2d6 Moorg-Wan praying around a Dryad Bush, 
attempting to summon a Greater Green Elemental. 

57-59 

Id6 Mogroth travellers carrying sacks of mung- 
berries and k’tallah, which they will sell for a measly 

5 gl per sack (which is practically robbery). 

60 

Tazian Flies, swarming around an equs carcass with 
a finely-carved saddle belonging to a Hadjin noble. 

61 

A Giant Swamp Mantis peers at the group with 
glistening green eyes. Any attempt to move away is 
taken as fleeing and the mantis will pursue. 

62-63 

Root Grubs infest the party’s travelling rations, 
destroy ldlOxlO percent of them. 

64 

2 Scythes with mates and ld6 broodlings feasting on 
a slashed bombo tree leaking sweet juices. 

65 

Mud Walkers traipsing across a swirling quagmire 
flecked with opal and mica flakes. 

66 

Id4 Manrak buzzing like moths around a grove of 
Lantern Trees, looking for prey but distracted (-1). 

67-68 

3d6 Imrian Slavers (ld6 injured) returning from a 
successful hunt with 2d6 Ahazu/Moorg- 
Wan/Jhangaran slaves in nets. A Farad Wizard is 
“advising” the Imrians and protects them with spells. 

69 

A Great Morass filled with Angorns stretches for 
leagues around, with an island of solid gold 
glistening at its center. The fabled City of Auran? 

70 

A secret Farad k’tallah/black lotus plantation 
guarded by 2d6 mercenary thralls with 4dl0 slaves. 

74 

ldlO Iron Dragonflies shining cobalt-blue in the light 
of the Lesser Sun. If captured worth d20 gl each. 

75 

An encampment of 2dl0 exhausted Jhangaran 

Hunters complaining about their bad luck (they have 
accidentally insulted a local sub-elemental spirit). 

76 

A hungry Level 7 Exomorph prowling through the 
jungle foliage, nearly invisible to any observers. 

77 

Id4 + 1 Giant Land Crabs using their click-clacking 
claws to communicate abstract concepts on a wide 
mud flat. They attack if interrupted. 

78 

Whispbane stand, with an unconscious Wood Whisp 
in anaphylactic shock (dies in ldlO rounds). 

79 

Swarm of Idl0x5 Crystal Moths, each worth 1 sp if 
captured intact without breakage. 

80 

A malevolent Slime Demon erupts from the mud, 
spraying a sticky muck on everyone (SPD-1) 

81 

The eyes of a submerged Voltt serpent peek out from 
the surface of a shallow muddy river, looking for 
shiny metal to attack. 

82 

Quaal tries to steal some gems or coins from the PC’s 
purses, begs for a life of loyal service if caught. 

83 

Giant Mossy Mollusk in guarded by an Echinomorph, 

1 in 10 chance of a ld6-carat rare green pearl. 


84 

Spider Moss conceals a Swamp Lurker that can detect 
magic and waits for the most magical PC to come 
near, then pulls him under 8’ of murky water. 

85 

Id8 Fanged Eels/Water Serpis thrash into a foamy 
vortex during mating season, ignore PC unless 
disturbed, in which case they attack en masse. 

86 

Terradractyl sleeping amidst a clump of Tantalus. 

87 

Mudray colony, lin6 chance of it being silver-rays. 

88 

Leaper’s Ridge, a rocky outcropping from which 
disgraced Ahazu hurtle themselves to their deaths. 

2d6 destitute skeletons litter the bottom. 

89 

Cache of Mangar Pirate treasure; within ld6 hours a 
group of 2d6 Gao-Din Rogues will row in on a skiff 
to find it, using a lacquered map, and claim rights to 
it upon the executed will of Cpt. Orastes. 

90 

Machakka with a clutch of eggs in a bag; speeding 
away from the scene of the crime. 

91 

Monolith concealed as a 100’-tall promontory; 
annoyed by an earth demon itch and willing to gift 
an ancient spell to anyone who rids him of it. 

92 

2d6 Green Men tending a sprawling garden of Polyp, 
Prism & Provender plants, ringed by a double-wall of 
crimson thornwood. They offer food & water to 
anyone who comes in peace (except slavers). 

93 

Barge Trees with 2d6 Ikshada infestation. 

94 

Id6 Winged Apes swoop in and try to kidnap a 
single PC to take to their amber-filled eyries. 

95-96 

Half-submerged Moorg-Wan Mud Palaces built 
around mineral sulphur pools which they use for 
rejuvenation, but they’re unwilling to share. 

97 

Ancient River Kra (level 14) covered in algae, its 
gullet filled with ldlOxlOOgl worth of raw pearls. 

98 

Overgrown manor house with a large library. A 
simulacrum of Thystram appears and lectures the 

PCs on the intricacies of Kaliya eating habits, after 
which a pack of ld6 Catdracs attack from ambush. 

99 

Kaliya + 3d6 darklings/ahazu warrior-slaves, 
demands gemstones (at least lOOOgl worth) or it 
unleashes its full fury or takes the PCs as slaves. 

00 

Massive 3’-long Gold Beetle laying golden eggs in the 
stump of a Deadwood tree. 
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